FROM THE CREATORS OF GANGSTERS": ORGANIZED CRIME 











EPILEPSY WARNING 


Please read before using this video game system or allowing your children to use it. Some people are susceptible \o 
epileptic seizures or loss of consciousness when exposed to certain flashing lights or light patterns in everyday life 
Such people may have a seizure while watching certain television images or playing certain video games. This may 
happen even if the person has no medical history of epilepsy or has never had any epileptic seizures. If you or any 
one in your family has ever had symptoms related to epilepsy (seizures or loss of consciousness) when exposed to 
flashing lights, consult your doctor prior to playing. We advise that parents should monitor the use of video games 
by their children. If you or your child experience any of the following symptoms: dizziness, blurred vision, eye 01 
muscle twitches, loss of consciousness, disorientation, any involuntary movement or convulsion, while playing \\ 
video game, IMMEDIATELY discontinue use and consult your doctor. 


PRECAUTIONS TO TAKE DURING USE 





* Do not stand too close to the screen. Sit a good distance away from the television 
screen, as far away as the length of the cable allows. 


¢ — Preferably play the game on a small television screen. 
° — Avoid playing if you are tired or have not had much sleep. 
¢ — Make sure that the room in which you are playing is well lit. 


* — Rest for at least 10 to 15 minutes per hour while playing a video game. 





TECHNICAL 
System Requirements ..... 2.0.0.6. 0.0 
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2. Mb Video Card : 

Soundblaster or 100% compatible — 
4x CD-ROM drive - 

Windows® 95/98 


° 


Game Type 
Play by E- ‘Mail (PBEM) 
Play On seidasgameschan : 


Supported: 

e  EAX Audio. 
AMD — 
3D Cards 
MMX 


Pentium I 


e 


sereen has loaded, cliek on - Play 
If the initial screen has not loaded cli 
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y it you're strongly recommended to follow the 
1S) go right ahead and jump the gun and see what 


face. Screen wait for an incid 





«From he 2 Merde Se “eM, 

click on Game _ 

* Inthe next menu screen __ 
select the Training option 

© Accept the default Grae 
(for now) : 

































































































































































































































































































































































For the enemies, you ¢ can set a value for Strength, Acuity (Visual, Thermal, Vibration and Movement onsen type | 
_ of Weapon, Enemy Re-spawn on/off, a Mission Time and Number of Enemies. 


You will enter Training when you pes Start, but me doing that check out the agents in the team and their 
special skills. 






















cs and tell you briefly about their speci 


| Jodi Fox  . 
Call Sign: Detonate 
Special Skill: Explosives. 





Nikki Jonas 








Call Sign: 
Special Skill: _ Toughened Sh in : 
‘Steel’ is very tough will be a affecte pasar 


explosions. 





Mer ation 
Call Sign: Viper 
— : Shield 


- kar age : 
Calls L Sign: _ Creep 


‘Creep’ has the ability to aren 
form fora a6 of time, 





Matt iaasiny : _ — 
Call Sign: Savages 
‘Special Skill: ‘Extreme Strength 

“Savage’ will always break free from any restraint, ‘how ems sch as. grenade ot fatter than any 
one else and can carry double the amount afi — He will not be blown 9 over ab eo 











Alex Palmer 

CallSign: —S Ninja  .  _sf§ | . 

Special Skill: Stealth = _ Css _ 

‘Ninja’ can use a cloaking device to become invisible o most enemies, However use of Heo or contact | 
_with fluids (water ete.) will —- effect. 
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same HQ cvnonatient 









































Controlling the individual agent 


You will begin the mission with all four agents standing in a group, weapons in hand, ready for action, Notice that 
Call Signs (Doc’ ete.) are hovering close to each agent and that the same Call Signs are on ‘tabs’ across the top of 


the sereen (if they are not press the TAB key on your keyboard). You can set your own Call Signs (see later in the 
Reference Guide) but for this tutorial —- them a they are to avoid confusion. 


._... 


eee 


The other thing to be aware: of i is the Passive’ mouse pointer (the rotating blue dart), 



















































































a new set of 3-D structures (you won't be 


* Click once with the left mouse button on one agent and move the mouse pointer a a distance away fro 


The agent’s name will be highlighted and above the highlight you will see ake green bars. These green bars 
the agent’s Health (higher) and Ammunition Status for the weapon in hand (lo Note that the color of 
bars will change from Green to Amber to Red as they reduce in value. _ 





| In Abomination: The Nemesis Projec ; 
SX | | place the mouse pointer somewhere | i 
mouse button will haye no effect. _ 


So, you have moved your first age 


Now, let's look at how to give this agent orders. 
* The agent should still be selected (Call Sign highlighted). Place the mo 


over the agent and click with the right mouse button. This will open up 
Orders Menu. 


The Orders Menu gives you a wealth of contro! s for each agent . : ‘can also be oe instantly to the whole 
BIOuD / 
© Hover the mouse pointe 

You will see pop-up te: 

at present). 





Click once with the lefta mouse button (you will i av 
the Kneel symbol. : 





) and the icon will change to 








* Now. move the mouse pointer away to a level piece o 
left mouse button. The agent will now walk to that po 
kneeling ready to fire. By clicking again in the same 


the agent lie ‘Prone’ with his weapon ready to fire but, for the present, stay with the — 
‘kneel’ order. 


Open the Orders Menu again (right click on the agent) and hover the pointer over the top centre icon in the Ot 
Menu box. This icon cycles through the AI (artificial intelligence) of the agent: 








































the agent will react in a ‘gung ho’ —go for it” manner in: 
Cautious: _ : the agent will remain cautious in all situ: 
Off: __ the agent will rely on your control 
® Select Apsressive and click on a level Part of the terrain as fore — ‘he agent will run over to 
: the position. 
® Now select Cautious and click away again — notice he diff rence? The agent will walk carefully 
and ny : 





Aggressive: 















situations 





























Note that, throughout these Maneuvers ie agent wil still kel when i in uae because that order 
still applies, : 
® Now, briefly cycle sheough he: Pie’ ‘options ee on - top Tight of the Orders Menu box 

(Retum ie > ne Fire - = AL will and select Reta 
















Now, fe io what thi agent is carrying. 
* Lefi click on the ‘f ( ; 


















eto fae the y weapon carried, any left 
: click on it and drag it from one box to the other 
© Experiment with sehenene ae but make st ue re the 

























































roup icon. If one agent is selected this button will 
am. Not that, if two or more 
















































































All four agents wila ‘no ee ‘Call Signs and “tab’ ames across the top of the screen highlighted) and the 
mouse pointer will become the jo To pointer. : 
© Move the mouse pointer to one edge of the screen and left click once. 
_ The agents will all walk to that point and take up position (kneeling — if they are still 
following above instructions). You will also be able to scroll py erough more of the 
: Haining area (because they can see more of itl) 








¢ Repeat the above operation and start to move them around, 


If at any time the screen does not scroll (ev: 
white line on the screen eee you will ~ 


Pausing the Game 
If you are attacked at any point press the Spacebar medi to ‘pai 


When used up, pause time will re 
to continue, press the Spacebar ag: 


Moving as a team or as a combination of fo 
Now you will send two teams to explore differ 
used to this because in the main game soms 
teams, 


* Right click to deselect the whole group. All the highlighted names should now be € ini 
© Pull a drag box over two of the agents iS e agent, 
SHIFT and select a second. Now you — two agents selected | 


are yeu it team. 


| Now try to get them to climb a ste it 
@ | you want them to climb up or descend. 
«| Ifthe area you want them to 





























Now you will create two teams of two agents. 


ith the two agents still selected press CTRL and keyboard number key |. 
Now you must locate ‘and centre on one of the 1 lected agents. 
* Double-click on one of the non-highlighted agent tabs across the top of the s screen. 
This will centre the screen on that agent. : 
¢ Select the other two agents in the same way as above te press CTRL 
© Now you can jump to the two teams immediately by simply pressing keys | and 2. 


These keys can be any of the | to 4 keyboard keys. 
Abomination: The Nemesis Project allows you to create any formation of team and jump to that formation using 
keyboard keys | to 4. 


¢ Now you've created two teams, send the acon team in the opposite ¢ rection to the 
first but keep an eye on the teams by pee keys | and 2. : 


be 






























































































































































































































a ane Cas dots a. oes Motion Scones 
important information including agent weapon range limit 





































































































Targeted Enemy 


an explosive weapon such as 2 grenade, (be careful aiming 
— when they bit the ground). 











- enn, to avoid being detected. you must make your agents behave ‘cautiously’, pick their way carefully 
toa the terrain pas pol fire — on non-threatening targets — this will - attract attention. Move 





You can also tell your a 
CTRL Key and then s 2 your agent to stay within short range of the 


y der will cancel Guard mode. 













Orders Menu 


selected. This means that, in event of being fired upon, a 2 
will return fire as appropriate bur ih hot begin a firefight. 


‘Aggressive’ AL will make the agent very “eung ho’! i 


On the left (second row down) is the oe Selection i icon: CC 
‘Short Range’ __ the agent will only be sensitive to enemies at very short rang _ 
‘Long Range’ — the agent will sense and react to enemies at a great 
‘Medium Range’ — something benween we two oe 








Note that, at sensing range an agent « wil shang 
at and not respond!) : 


will autoload any vheld weapon Vis ammo — but if you want to perform is fancies yore (for greater : 
realism and control of inal om will have to drag ammo in the i inventory to the weapon held box (or press 
X key). - . : 
Autoload On will also auto-use any Medli-pac te refesh ap n agent low on health, | _ . _ 








When you get into combat — don’t panic. As oe as you have pre-set orders all you need to do is aim with the 
target pointer and left click to fire. Remember that you can always pause me action »y pressing the Spacebar, 
change the orders, oe press the Spacer again fe to continue. 


Special Skills 
The last button we will look at in the Orders Mon (for ~ is the Secas Skits icon (lower left). 





Savage and Steel will use their Special Skills at all times and these 
do not need to be activated in the Orders [Menu. But for 

Detonate, Viper, Creep, Naya, Pyro, and Doe, click on the Special 
Skills icon and you will acquire the Special pointer for the 
individual skill. Special Skills will happen instantly and then be 
unavailable until relared oo 


oes 
ee 


_ Remember that, thee Special Skills are important to the success of 
any mission so it’s very important which agent you choose to make 
up your operational team, Also, you can make use of these skills 
when putting together an operational sub-unit on the ground of, Say, 
two agents (eg Camouflage plus Stealth for seat infil tration. 

_ maneuvers). 





Now, if you haven’t done so already, try out your weapons. _ 


* Move the mouse pointer around until you find a ‘target’ and fire. Try switching weapons and give orders 
to lie ‘Prone’, ‘Fire at Will’ etc. If you want to fire at any object (no matter that it’s not a target) simply 
hold down the ALT key — the pointer will become the target pointer — left click and fire 
(see what happens). : 
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Searching a picking: up items: when ond ae 
‘The missions your team will be sent on will vary enon bul no matte what mission. you'd be wise to search 
anything searchable and ay 7 useful 1 items, You nay find ammo, or guns or ... who knows what? 





‘Searching for items 
tess, | | Move your mouse — over an. object 










the : oe out inthis ek If more than 
one object i is found these objects will appear close to the agen in a box that shows their j image and 
at ammo) how t U : 
on i 




















































































































































































































































































































































Tf 2 agents are standing next to each other you: ‘can trans items from ‘one agent to the other, Open the inventory 
box for the desired agent, and drag an item onto another agent. If the agent has room in his/her inventory, you will 
hear the a oe Ifthe inventory is full you viet “bonk” oe 














ee 











End of Training Mission : 
The training mission will throw lots of enemies at your agents for a period of time (Timer option) or until you have 


killed them all. 








Fiz Eoit View Go Tavorites Window Help 





Tao AM 









































































































































































































































































































































































































































































































































































































































































































































itrol your agents on 
of realism you 





























ibration). ‘The Mission tine 
eina special area at HQ, 




































































































































































































































































































































































































































































(such as vehicles), (ou can cycle through these 
s screen will also show ‘other’ icons as more and 


Satellite Uplink 
Research Facilities 


Enemy Strongholds 





least one of eac! 
game is over. You 


If you choose to ple 
strong advantage. If 
enemy will know ” 


Attacks on Assets __ : : 

If the enemy get strong enough they will attack one of your val assets (FCP, HQ, Lab or Sat Uplink) or they may 
choose to build a Stronghold. If you choose not to defend yo 

nearer to losing the war. You wil aetimes be given ission detent your these missions are 
extremely important to success in : : : 


Attacking Enemy Strongholds 
You wi not be brome to 






































































































































‘their way to a missior 
ion n bat remember that the ambusi 


HQ receives these vital materials. 


Night Missions 


Precautions 
In the initial stages of the ae 


developing. Here you will wit 
may also ‘get an indication as 


Be aware that ‘you WILL 





__ (and retum to the Strategic Interface 
‘Soren, simply right-click on an agen 


















































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































You can prioritize a primary, ondary j teary aye for each agent. Right click on the weapon in a scree! 
and you will see a small number | app on two other weapons and you will see 2 and 3 o 





Heavy Weapons, Gupon Wea 
will give them a combat adv 






























































The Equipping soreen links 
- The Strategie 7 arte So 

















Equipment/Guns/ 
| Ammunition available at 
FCP 

































































Values for 
Reactions/Accuracy/ 
Health/Weapons/Stealth/ 

Special Skills 















































































































































































































































































































































and below it eu dro fence The left-hand box shows what section you are consulting in the 
































- The Arrows at the far right and far left scroll through the cc : information. There are five icons at the bottom of the left = Y 
: _ the double arrows flick through sections. 
Equipment : : : ' _ © the single arrows flick through pages 


Miscellaneous equipment (grenades, flak jackets, sc scanners, beacons i is available here. Consult the Files screen the central icon takes the player to the section index, _ 
equipment section for other equipment that might be given to you. This will be added to over time as missions : : : 
__ bring in ‘finds’ and a contain other peo of scanner and beacons and various ae of armour, 





: : i tail : nstantly updated background and procedural information on Missions, Reports, 
sine. :  - / Ager juni ject } Dispatch | : ie ar ee 





Hyon ‘want to ao equipment cated, cli ko and drag to stock (c 
Or 

if you want to add to cee 
single-click). : 












































































































































































ii sis : 
- gee while on active duty. 
jured agents can only defend 
ex : 


The Fonvard Command Pos can sur poe 


ily for : 
of an attack. However a mission may require other team members and these can be selected from fi the | entire team 
the start of the mission. Agents from the FCP go. eal 10 the : 



















































































































































































Teyioacd soueng | 


Game Options 


- The Files Screen 

















































































































































































































































































































































































































































































































































































































































































































Type of Mis on 




























































































































































































Briefing Text 



















































































re things can tough. Good Luck, You'll need it!" 


THE Tactical Game 


"Down on . ground j is where it matters, All the planning ond 
‘orm here. You know your 
it the best possible team. } 
guide them quickly to the 











































































































“all Sig 
Call Sign Agent tabs) 


































































































































































































































































































status of selected weapon 



















































































agents (these are useful 
seers 2 are iia insividually 6 or in selected ane 


Map 
There is an in-game map available by pressing the ‘M' key. Areas where the player has not been are blacked-out. 
You will see each one of your characters represented by a green dot on the ee The player can also click in the 


agent gets injured in combat _ 


pistol in their inventory with 
unlimited a ammo. : : : 


Pause and In-game Options. / 
me : 


time See When: you are ready to continue, press the ae again. 


Escape Options oe : : : 
You can also press the ESC key. This will susyertl all acy the 3-D world and will also open up the In-Game 
Options Menu allowing you to: 


Abandon Team 
Restart Mission 
_ Review Mission Briefing 
Set Sound and CD Music levels 


A range of detail levels can also be adjusted ( iched off) to help the speed up a low specification computer. 


Conteolllig Agen 

Selecting an Agent : 

To select an agent, simply hover the Passive polnst (the roroting blue arrow) »where over the on It will now 
become the Active ae Click once with - left mouse button. The agent s es call will be —_ and the 
sae 7 

You can also click on the agent Tab across the : of the sereen or pes a corresponding function key (Fl, F2 etc) 
to select. Initially, all agents are selectable through the F!, F2, F3 or F4 keys. The selected agent will now be 
receptive to any orders you give him or her until you choose to select another agent. Note that, clicking once on the 
agent Tab (or pressing the relevant F key once) a seer that agent on the sereen ad clicking again will center on 
him/her. 


Selecting Groups of Agents 

To select a group of agents, hold down the left mouse button and open a green drag box over the agents you want to 
select then release. Or, select an agent, hold down the SHIFT key and select other Operative's to add to your 
selection. All selected agents’ call signs will be Inghlighted and agents will be receptive to any order 


Grouping — 















































































































































































































































































































































eee: 


te 9 situ; 



















































































CTRL + Keyboard 1 to4 








: [Keys 1, 2, 3,4 
Passive Pointer | The basic mouse pointer 








_ Fi, F2, F3, FA Function Keys 
Active Pointer | Agent is active and ready for orders 





Move : / Click once: where you want the agent to move on the 
current level 
































































































































Most of the functions in the 3-D world are accessible through point-and-click of the left mouse button. 
To move a team ee select that see and move your pointer where you want. The ee if the 











_ that destination. 

























































































































































































Cycle through firin 
Autoload on/off / Auto Health on/oft 
Open Inventory - 
Hold position ON/OFF 

Use Special Skill 

In-Game Map 

Order will apply to whole group 




























































The Orders Menu : : __ 
Individual agents can be controlled, « given orders and different weapons a right licking your mouse ¢ ton on 
the figure in the game. This wall open their Ones Menu. 































Combat Stance (cycle through by clicking with the left mouse button). 
‘This will select a stance for the agent to use when firing a weapon. 







use yout special s 


the agent will be less of a target and will be more accurate nf 
a The Z key will also es this order. 


firing (but will slow down movement ). 
better for marksmanship and leaves a smaller treet Gut 
slower moving). 
_ not as effective in using ¥ 
is faster across the a 
























on and leaves a bigger <= but _ 











The 8 key will ole. oes the combat stance Lithout opening the Orders menu. 





Al (eyele through by es with the left mouse tuton) 






Aggressive — go for it and don’ thold back. 


























take the oles course of sion. Thy not to be seen or heard 


hy the enemy. 


wait to be given specific orders 










Cautious 


of 









































































































The A key will cycle through the AI mode without opening the Orders menu. 



































Firing Response (cycle Jk by clicking with the left mouse se bution) 









































The F key will cycle through the firing response orders without opening the Orders menu. 





































































































































































































ny grenades you have. If you ‘aim 


ig grenades until you run out oft th 
Key Ww (weapons) 
If you selected a weapons priority in the tary 
through these weapons instantly by pressing the W key. Preaing W will also ‘ snap to” oe 
else is being held (such as a medi-pac). 


_ once. The agent 
level again, move th 


pointer you cannot ae 


Searching in the City 


What Can You See? 

Seoner or later you will have to move your agents out of the MIP Mision Insertion Point) to get on with their 
mission. This is when you'll have to come to terms with what you can or cannot see of the city streets. You will not 
be able to see any more of the city than your agents. So the map will only scroll to the limits of their sight. But you 
can see more if you send the agents individually across the city and center on each one. But then you will lose 
concentrated firepower if you meet an aggressive enemy, ays, it’s your decision. 


Night Mission 


ation oding ae ‘weapon range iimit and 
Beware that if you enter an enemy's acuity 
i inside the seanner screen to mo selected agents to new 


positions, 


Finding Objects 


















































































































































































































































come invisible and be unseen by most enemies 





























of time shown by a reducing bar. 








7 Qi Gores w nnn Beewtrvoe 






































all learn this before but pete forgotten the basies. This section is just to remind you about how to move 
F - i or under the th 


“— an immediate firefight.” 





and click on it 


I you have the option of ceased 
‘Steel’ is very tough and 
armour makes ‘Steel 


detect the noise then you will have a 










































































“So when it comes 10 the crunch will you be up to it? / some point in your 

missions your team of four agents will be faced with crazed adversaries that 

outnumber them. If you followed these basic rules 2S you should be in a 
good position to fight b — : 


















































‘Using Weapons 

“Ina firefight your best friend is the weapon ready < nd jon in your had ~ this could be 
‘anything from an AK-47 to a grenade. You will discover a wide range of Weapons scattered 
actoss the city. Many different types are available — a full range of small arms. rifles, shotguns, 
| automatic weapons, machine cuns and heavy ordinance (plus a few surprises). You'll find 
everything from the basic automatic pis tol to the powerful LAW missile and other 
experimental weapons. As the gan lops you'll find more equipment and several key 
cluding armour and decoy devices.” 





















































































































































Move the) mouse. p 
click to fire. 








ng using the ‘Stand-off” mode. Click the RIGHT 
id the - will be Ait. The agent “a ae the 











OSE an epsive set 
then click on the 





















































































































































































































































Tite of ent ss : 

Your agents cannot fire at what they cannot see. So anthing not in an agent’ $line of Sl A 
target by the ‘intelligent’ pointer and 
position to get line-of-sight. 








Make the city streets work for you : : : _ 
Learn to make use of the urban environment. Bat also be careful — - all 1 well blue at a car to wate! 


explode in a blaze of glory but if your agents are standing too close they can also be hurt. Similarly, if the chan: 
presents itself — why not fire at a v and 
know you’ve got one (we've che 


Casualties _ 
"Medical help will be useful ifs 






ny badly damaged \ 
of the ww availabh 





Tetnforcements 
Your team will consist 


army. ssions. HQ may find th 
: en select jem to j Join the team, . You must take time to develop -_ Rookies — you will n 


Nemesis agents, 


En nemies 
The Cult of the Faithful 
Initially, your ¢ 
imbued with : 
any shortcomings by sheer 
Remember to consult the Files | 
missions. 






sins ~ will not be a as bu will make: up ior 
constantly proclaim their mantra ‘The Brood is coming’, 
€ ifemmation as iti is iG gaherio. over the different _ 





Mission Debriefing 


"When a mission is over and ou 










































































































































































































































































Primary Objective 

a Experience Points 

| assigned manually 

«7 Experience Points 

assigned evenly 
Spates Points 

se as previous save 

Performance details 


‘The Debriefing screen shows you how the mission was carried out, Ifthe Pama (or dey objectives we 
carried out successfully and the statistics on individual agents: enemy killed and hit/miss ratios. You can use th Se 
Stats to work out your best agent performers on pe = 

























































































Agent Mission details 








Replay Button je 


Replay Button - 
If you have set Replays on in the Main Menu options, you can replay the mission to try and improve on 7 
performance. A replayed mission will NOT however change the existing game. 





ieee an oan your team will earn peers Points. The lower ou a of the T H E NEM E S) I S) 


Debriefing Screen allows you to apportion Experience Points gained throughout your team. 


Experience Points allocation Inrropuctien 


You can choose to: Abomination: The Nemesis Project is designed for play by more than one nian player. It just adds to the excitems 


-Assign them individually to your choice of team members) to know that real people and not just the computer Al are controlling all enemies and team-mates. 
-Assign them evenly throughout the team 


-Assign a 2 cording to previously saved configuration details 





For Multiplayer modes you must deci whether you are Joining or Hosting a game and what sort of connectior 
you want from Modem, Serial Link, u or FOE: 





Individual Allocation Hereen 


You can also play by E-Mail with ans number of player ayo Ol idoseames.com against players logging on 
from all over the world! : - : :  . : 
In any Multiplayer game, exept campaign mode, no more i ° can appear in a mission. F 
example, if there are two players, they can control maximum a tw teams of four characters. If there are eigh 
players, they can control one character each. _ : 


























GETTING STARTED oo 
Select the Multiplayer Option in. ae Menu’ Screen and you wily see the following screen: 










































































‘The five bars down the left side of the. screen rep! the agent’ $ experience so far 
The bar at the top represents the team ey ained during the recently 
completed mission. 
‘The four sliders underneath the skills are Save settin; bee the division of : . 
experience of agents selected) nee / HostinG A GAME 
The Disk icon saves this Configuration 
The Cross retums the player to the | Debriefing screen 
The tick takes the player to the Strategic Interface : 
The Reset button Fesets the divided experience points (if you've changed your mind). Modem 
Serial Link 
Tf you choose to assign EP's individually you can assign then on this screen. Click on an agent name and then IPX 
click on the slider left/right buttons. You can also choose to save the allocation and use it as a template for any TCP LIP. 
other allocation in later missions, in which case you will not need to return to this screen. The cross mark will 
retum you to the Mission Debriefing screen. The check mark will take you to the next mission. Modem, IPX, TCPAP 



































Connection Type : : 
If you want to Host a game, first click on what connection type you want to use. 























Tf you choose these methods you will go straight to the Game Type screen. 


CC 


Serial Link 
Tf you choose Serial Link you must select a Com Port (1 ,2,3 or 4) and a connection —- (14400, 19200, 38400, 
97600, 115200) then you will go to the Game a lpe en 


Game Type Screen (Hosting) 
e Select a ‘Game Type’ from: 


spore geen 
a 


Campaign 


Play a complete Abomimation: The Nemesis Project Campaign Similar to a single player campaign but cooperative, 
with 24 players on the same team. 





Capture the Flag a 
__ Players must capture a flag or flags deployed in various locations on the map. You can choose to play One Flag ) 
One Flag per team. The flag(s) must be found and then returned to the deployment zone for that team,. The playe 
__ who holds their own flag (and most of the enemy flags) for the longest time wins. Points are awarded for flag, 
_ captured, kills, flag held, and flag recovered. 
































Arena 


penalized for dying. 



























Hold Position 





_Number of Characters, 


: eycle through). 











































































































































Select fom the following options ope ones will deentnde on game type): 
: s, Number of Players, Number of ‘Teams, Player Re-spawn 
_ on/off (back from the dead), Number ‘of of Missions, 


The Co feuraton See creens LefiRight a arrows : : 
At the bottom of this screen there are two arrows pointing Left and Right. These lead to advanced configuration 
screens for your type of game. Note these are only available to the Host of a inuluplayey gaine. 


u launch t te game by clicking. on Start. 









Colour (left/right arrow 








The Comms Box : 
This will appear in most multiplayer screens. It is the means ns by which players communicate to one another. (See : 
Multiplayer Speech below) : 











Click on the right arrow to ‘eet the right hand advanced conte screen. 
This sets up: 

Brood on/off 

Brood re-spawn on off : S 
Brood level (4 levels of veabure increasing in me 

Weapon seeding on/off (Weapons distributed in the landscape) 

Weapon level selection (set the type of weapons available) 

Equipment seeding on/off (armour, Patios, $ scarmers etc placed in landseay 
Ammuinition level norimal/s — 
Human Skills on/off 

Rookies on/off (if Off you can only feet 
select Rookies) 

Load Teams on/off (load a team 



















t Nemesis characters, if On 





any) saved game on your machine) 





Click on the left arrow 
This sets up: 
Scoring Options (different game types ous score in diffe 
Terrain Type (various terrain types have a num ns 
Time of Day (Dawn, Daytime, Dusk, Night) 
Time Limit a 10,15 minutes per md 





to play ‘One Plog per Masion or One Flag per ae 





Click Start and you will enter the Network Conccen Screen | waiting for the other 
players to declare their status and j Join you. 

















Play By E-Mait (PBEM) 


Abomination: The Nemesis Project can be played by e-mail by an infinite number of toe -_ must have a 
copy of the game installed on their computer. 





Getting Started 

. Select a Campaign Length Shot Full or Extended) 
¢ — Select a Difficulty level (Rookie, Notnal, and Eye 
¢ = Type in a Game Name 
es 
e 

















Type in your E-Mail Address 
Click on Start 








You will then enter the normal Strategic Interface, _ 
¢ Play the mission as normal. __ 
*  Atthe end of the mission you will receive : Pl By E-mail Information Screen, 
a ee This gives you information (Name and path) of a ag By E-mail c a file that 
latency rating — the fewer bars the faster the needs to be mailed to the next person. : : 
ain ue selected (for Host use ee ). Al * The next player receives the attached e-mail and saves the file on his/her hard i 
© The file is selected through the Load Game Menu. : : 
This launches the § Sone and runs a ak of the mission. : 






































If'a Host leaves the game, fe, next player in ther roster list (pl listed in entry order in the team roster) Bia OM El D oscan ES. 6 on” 
becomes the Host. If the old Host rejoins he/she will enter at the bottom of the list. The Host can chose another Connects to eidosgames, com where you can plby Abomination: The Noness Project against players from all ; 
player in the roster to become a Host by double ye ene ‘on their name, apne! of the Game will then change to ve : . 

the new Host. 




















_ Follow all On sce instructions in OF set Up your own game. _ _ 





Loap Campaicn 


Tf you want to recommence a Multiplayer Conpacn click on the Load Compan, option in the Mplayer Main _ 
Menu. This will show all your saved games for Campaign Mode, if you were a host or a player. 








Connection Type : - : © — Select the name of the game you want and Pathe start playing or wait for 
If you ve chosen to Join a game option, you inust select a connection type from: __ other Players fo join. 
Modem — : 





Serial Link 















: ‘ | 1s pressed. (this may take some time to find), you ee unicaATiO ris 
- 7 sek The Co. 
: Game Type Selection Screen _ pee box on al Multiplayer menu screens and in-game allows you to talk to 
er players. 


* Select the type of pe you want to play fom: 
: / © _ Press Return/Enter to open the chat editor for all members. 


* Press Backspace to open the chat editor for team members. 
You will see a cursor. 
¢ Type in your message and press Return to send. 
They will see your message, and see your name in the Comms box. 





G- General Speech 
 A- oo 





ith fe, name of the oe prefixed, 








n-mates. Thisis given relative to the bther team 


Viewing REPLays 
oo can view any Bepley * created 2 their game by viewing them 


Peale Anp RECEI\ 
(Warning! This is an advanced f 


Replay j 1S vel ‘onder the game ae 1 
created. These files can be given to ol 

















































































































































































































Steve Goss 


Jobn Wakeham 
Adrian Brown 
Adam Dobson 


Artwork 
Stuart Griffin 
David Moore 
Jonathon Sandford 
Justin Manning 


Mapping 
Tomas Ravelings 


Project Assistant 
Stuart Poole 


Hothouse Producer 


Dominic Frishy 
Dan Russell 
Sharon Holm 


Voice Production 
Phillip Morris, 
Allinthegame Ltd 


Sound Effects and Audio 
Post Production 
Allister Brimble 


: Esmond Ferns 


Daryl Bibby 
Phil Robotham 
co Melntosh 


Jemell Sparks 
Erte Adams 


__ Please read the following section before oalling technical support: 


- Because of the millions of different hardware and software combinations possible with today’s Personal Computers, 
you may still have to refer to your computer manufacturer of software publ to properly configure their p1 
_to run our game. 


Contacting Tech Support 





a sm 
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ae 



















































































ee 























































































































IMPORTANT - EIDOS INTERACTIVE LIMITED WARRANTY 


Hidos Interactive Ltd reserves the right to make changes and improvements to this product at any time and without notice, Hidos Intermetive Lid warrants to 
the original purchaser of this product that the physical medium on which the software program in this product is recorded will under normal use and cond) 
tions be free from material defects in materials and workmanship for a period of ninety (90) days from the date of purchase. The entire ability of Hidow 
Interactive Ltd under the limited warranty set out above will be at its sole option either to repair or to replace free of charge the product provided you reunn I 
in its original condition to the point of purchase with a copy of your receipt 


‘THIS LIMITED WARRANTY DOES NOT AFFECT YOUR STATUTORY RIGHTS. SUBJECT TO THE LIMITED WARRANTY ABOVE, THIS 
PRODUCT IS PROVIDED "AS IS" AND WITHOUT WARRANTY OF ANY KIND. TO THE MAXIMUM EXTENT PERMITTED WY APPLICABLE 
LAW, EIDOS INTERACTIVE LTD FURTHER DISCLAIMS ALL WARRANTIES (INCLUDING, WITHOUT LIMITATION, THOSE IMPLIED TY 
LAW, STATUTE, CUSTOM OR OTHERWISE) RELATING TO MERCHANTABILITY, SATISFACTORY QUALITY, AND/OR FTTNESS POR A PAR 
TICULAR PURPOSE IN RESPECT OF THE PRODUCT. 








EIDOS HINT LINE | 
1-900-773-4367 


Cost of Call $0.95/minute. Must be 18 years or have 
Parent's permission. Touch-Tone Phone required. 











Orders Menu Quick Keys _ . ___ Fring Response (cycle through by 1 fon). 
: : : : - Cycle through Combat stance (Prone = A i i remies as possible. 
The following keyboard controls are also a : | _ Kneeling — Standing). a oe rasa , 
: | A 7 Cycle: aoe Al setti 

















Set up agent groups later accessed 
keyboard number keys 1 to 4. 








: "group and center on 



















































































The A key will cycle ee 
Orders menu. 





in multiplayer modes). Special Skills ! 





